THE SAGE 


SOY he Sage can be found in one form or another 
in every civilization, culture, or tribe 
throughout the world. The Sage always seems 
to have the answer, a wise word of advice, or a 
prescient experience to draw from in a time of 
need. They're also likely to have the salve, the 
antidote, the prayer or incantation necessary 

to mend the wounds of body or spirit. 

Sometimes these are learned individuals who have spent 
their lives in the pursuit of knowledge and wisdom, while 
others draw their insight from arcane divinations, rituals, or 
the Gods themselves. An emporer may seek the council of a 
Seer before deciding to declare war on a neighbor. A thief 
may bargain for the cryptic riddles that a Soothsayer may 
offer in exchange for coin before his next heist. A farmer may 
seek the aid of a Witchdoctor to help mend the bone of his 
son's broken leg. 

In every part of the world you may find a Sage that just 
seems to have the answer you're looking for, or can mend the 
suffering of the wound, right when you need it the most. 


COUNSELORS AND ORACLES 


Whether a king or a pauper, from time to time everyone 
needs advice from someone that they can trust, and no one is 
better equipped to impart wisdom to those in need than a 
Sage. Every Sage, from one degree or another and in various 
respects, is knowledgable in history, philosophy, and 
psychology. 

While their knowledge and expertise may be limited to the 
practices and traditions of their own civilization or culture, 
they are are also frequently quite knowlegeable about the 
ways of other races and civilizations as well, which make 
them well-suited for diplomatic missions and negotiations. 

For those of lower station, a Sage may predict a bountiful 
harvest or a harsh winter, assist a mother during childbirth 
and bless the newborn, preside over funerals and comfort the 
dying before they enter the afterlife, or offer words of wisdom 
to mend a broken heart. 


HEALERS AND MYSTICS 


No matter what area a Sage specializes in, they are all 
powerful Healers and weilders of magics that guide the lost 
and wayward, or drive out the presence of unwanted spirits 
and influence. 

While their power and knowlege may be derived from the 
patronage of a deity or supernatural being like that of a Cleric 
or Warlock, it may also be garnered through more mystical 
means, such as a ritualistic sacrifice, or from the 
interpretation of celestial bodies. 

A Sage is both a capable physician and a diviner. While 
today they may warn of an impending plague, tomorrow they 
might cure the fever of the afflicted. While they have a knack 
for delivering bad omens, they also always seem to stick 
around to pick up the pieces once disaster has struck. 
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THE SAGE 


Proficiency 
Level Bonus Features 


Ist +2 
2nd +2 Divine Pursuit 

3rd +2 - 

Ath +2 Ability Score Improvement 
5th +3 — 

6th +3 


Spellcasting 


Feature 
7th +3 = 
8th +3 Ability Score Improvement 
9th = 


Cantrips 
Known 1st 2nd 3rd 4th 5th 6th 7th 8th 9th 


Ability Score Improvement, Divine Pursuit 


10th Ability Score Improvement, Divine Pursuit 


Feature 
11th = 
12th Ability Score Improvement 
13th = 


14th Ability Score Improvement, Divine Pursuit 


Feature 
15th = 
16th Ability Score Improvement 
17th = 


Ability Score Improvement 


Divine Pursuit Feature 


CLASS FEATURES 


As a Sage, you gain the following class features. 


HiT PoInts 

e Hit Dice: 1d6 per Sage level 

e Hit Points at 1st Level: 6 + your Constitution modifier 

¢ Hit Points at Higher Levels: 1d6 (or 4) + your 
Constitution modifier per Sage level after the 1st 


PROFICIENCIES 
Armor: None 


Weapons: Simple weapons, Martial weapons 
Tools: Healer's Kit, Herbalism Kit 


Saving Throws: Intelligence, Wisdom 
Skills: Choose two from Arcana, History, Insight, 
Investigation, Medicine, Persuasion, Religion 


EQUIPMENT 
You start with the following equipment, in addition to the 
equipment granted by your background: 


e (a)a quarterstaff or (b) a dagger 
e a divine focus 
e (a)a Healer's Kit or (b) an Herbalism Kit 


SPELLCASTING 


As a weilder of mystical power, a Sage carries a divine focus 
through which they channel this magical energy. See Chapter 
10 for the general rules of spellcasting, and Chapter 11 for 
the Sage spell list. 


CANTRIPS 

At 1st level, you know three cantrips of your choice from the 
Sage spell list. You learn additional Sage cantrips of your 
choice at higher levels, as shown in the Cantrips Known 
column of the Sage table. 
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Your DIVINE Focus 

The Sage uses a Divine focus as a conduit through 
which to channel raw mystical power. Rather than 
reciting incantations from a spellbook, the Sage is 
unique in that she has formed a special bond with 
the energy that flows through her Divine Focus. 
Through her relationship with this energy, she is 
able to make manifest its power. The Sage is 
incapable of spellcasting if she is separated from 
her Divine Focus. 
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Appearance. Your Divine Focus may take any form 
that you choose that is appropriate for your 
character's background. It may be a staff that may 
also be used as a weapon, a holy book, a mystical 
totem, or an amulet. It may be no larger than a 
staff, and no smaller than the palm of your hand. 
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Replacing the Divine Focus. Not only is a Sage 
powerless without her divine focus, but due to the 
bond that she has with the object, the loss of her 
Focus can feel like mourning the loss of a dear 
loved one. The Sage must find a suitable object no 
less than 5Ogp in value, and must spend 24 hours 
in ritual to tap back into the flow of mystical energy 
through her new Focus before she can again cast 
spells. 
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CASTING SPELLS 


The Sage table shows how many Spell Slots you have to cast 
your Spells of 1st level and higher. To cast one of these 
Spells, you must expend a slot of the spell's level or higher. 
You regain all expended Spell Slots when you finish a Long 
Rest. 

A Sage may cast any spell from the Sage Spell list for 
which she has slots avaialble to cast. 


SPELLCASTING ABILITY 


Charisma is your spellcasting ability for your Sage Spells, 
since you learn your Spells through the mystical bond that 
you share with the power that flows through your divine 
focus. You use your Charisma whenever a spell refers to your 
spellcasting ability. In addition, you use your Charisma 
modifier when setting the saving throw DC for a Sage spell 
you cast and when making an Attack roll with one. 


Spell save DC = 8 + your proficiency bonus + your 
Charisma modifier 


Spell Attack modifier = your proficiency bonus + your 
Charisma modifier 


RITUAL SPELLCASTING 


You can cast a Sage spell as a ritual if that spell has the ritual 
tag. 


DIVINE RECOVERY 


You have learned to regain some of your mystical energy by 
communing with the power that flows through your Divine 
Focus. Once per day when you finish a Short Rest, you can 
choose expended Spell Slots to recover. The Spell Slots can 
have a combined level that is equal to or less than half your 
Sage level (rounded up), and none of the slots can be 6th level 
or higher. 

For example, if you're a 4th-level Sage, you can recover up 
to two levels worth of Spell Slots. You can recover either a 
2nd-level spell slot or two 1st-level Spell Slots. 


DIVINE PURSUIT ; 


When you reach 2nd level, you choose a Divine Pursuit, 
shaping your practice of the mystical arts through one of 
three disciplines. Your choice grants you features at 2nd level 
and again at 6th, 10th, 14th, and 20th level 


ABILITY SCORE IMPROVEMENT 

When you reach 4th level, and again at 8th, 12th, 16th, and 
19th level, you can increase one ability score of your choice 
by 2, or you can increase two Ability Scores of your choice by 
1. As normal, you can’t increase an ability score above 20 
using this feature. 


SPELL MASTERY 


At 18th level, you have achieved such mastery over certain 
Spells that you can cast them at will Choose a 1st-level Sage 
spell and a 2nd-level Sage spell. You can cast those Spells at 
their lowest level without expending a spell slot. If you want 
to cast either spell at a higher level, you must expend a spell 
slot as normal 

By spending 8 hours meditating, you can exchange one or 
both of the Spells you chose for different Spells of the same 
levels. 


SIGNATURE SPELLS 


When you reach 20th level, you gain mastery over two 
powerful Spells and can cast them with little effort. Choose 
two 3rd-level Sage Spells in your Spellbook as your signature 
Spells. You may cast each of them once at 3rd level without 
expending a spell slot. When you do so, you can't do so again 
until you finish a Short or Long Rest. 

If you want to cast either spell at a higher level, you must 
expend a spell slot as normal. 


DIVINE PURSUITS 


‘THE PROPHET 


The path of the Prophet carries both great risk and great 
responsibility, for a Prophet can become an outcast, change 
the course of history, or both. 

Prophets have the ability to read signs like none other. 
Their mastery of Divination magic surpasses even a Wizard 
that devotes their studies to that school. While a divination 
Wizard has learned to rip knowledge from the fabric of space 
and time, a Prophet finds truth is willingly revealed to her 
from the mystic power with which she is attuned. 


DIVINER 

Beginning when you select this Pursuit at 2nd level, the Sage 
may cast spells from the Sage Spell list, as well as any other 
spell from the Divination school for which she has slots to 
cast them. Also, the bond that the Sage has with her Divine 
Focus has strengthened her mind's eye, gaining advantage on 
saves against spells and effects from the school of 
enchantment, as well as resistance to psychic damage. 


SIXTH SENSE 

Beginning at 2nd level when choosing this Pursuit, the Sage 
can never be surprised or caught unaware. Also, the Sage 
always has advantage on Dexterity saving throws. 


PORTENT 
Starting at 2nd level, glimpses of the future begin to press in 
on your awareness. When you finish a long rest, roll three 
d20s and record the numbers rolled. You can replace any 
attack roll, saving throw, or ability check made by you ora 
creature that you can see with one of these foretelling rolls. 
You must choose to do so before the roll, and you can replace 
a roll in this way only once per turn. 

Each foretelling roll can be used only once. When you 
finish a long rest, you lose any unused foretelling rolls. 


MASTER DIVINER 

Beginning at 6th level, casting divination spells comes so 
easily to you that it expends only a fraction of your 
spellcasting efforts. When you cast a divination spell of 2nd 
level or higher using a spell slot, you regain one expended 
spell slot. The slot you regain must be of a level lower than 
the spell you cast and can't be higher than 5th level. 


‘THE THIRD EYE 

Starting at 10th level, the Sage gains Truesight to a distance 
of 15 feet. A creature with truesight can see in normal and 
magical darkness, see invisible creatures and objects, 
automatically detect visual illusions and succeed on saving 
throws against them, and perceives the original form of a 
shapechanger or a creature that is transformed by magic. 
Furthermore, the creature can see into the Ethereal Plane. 
The Sage does not need to use her eyes to see in this way, 
and cannot be blinded. 


GREATER PORTENT 

Starting at 14th level, the visions in your dreams intensify and 
paint a more accurate picture in your mind of what is to 
come. You roll five d20's for your Portent feature, rather than 
three. 

Additionally, the Sage may use her divine insight to aid her 
party members in combat. The Sage may use her Bonus 
Action to impose Disadvantage on one attack made against a 
friendly creature within 15 feet of her. 


DIVINE MIND 

Starting at 20th level, the Sage's mind has become so 
intertwined with the mystic powers that flow through the 
universe that her divine insight surpasses the comprehension 
of the mortal mind. Her charisma and wisdom scores 
increase by 2, and the maximum for those scores increase to 
22. Additionally, the Sage's Third Eye feature now also grants 
permanent effects equivalent to the Detect Good and Detect 
Evil spells to a distance of 15 feet. 
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THE PILGRIM 


The path of the Pilgrim is one of adventure. Pilgrims live a 
nomadic life, travelling from one location to another in order 
to visit and pay hommage to shrines, temples, relics, or other 
places of note and interest 

Pilgrims will often travel to far off lands when they hear tell 
of some great calamity or disaster in hopes of easing the 
suffering of the afflicted. They may also rush to the aid of a 
city that has fallen victim to pillage and plunder after a great 
battle, mending wounds and helping the unfortunate to pick 
up the pieces left behind. Due to their often extensive travels, 
Pilgrims make excellent adventurers, diplomats, and guides, 
but remain humanitarians at heart. 


PILGRIMAGE 

The Sage hears a calling to leave her home and worldly 
possessions behind in favor of a life of travel. The Sage's path 
demands that she refuse or give away any currency or 
possessions which are not expressly needed for her journeys, 
or are not part of the equipment that is normally on her 
person. 

The Sage always carries with her a Quarterstaff that is 
permanently imbued with the effects of the Shillelagh spell 
while it is on her person. If the Quarterstaff is destroyed or is 
otherwise lost, any Quarterstaff that the Sage acquires is 
instantly imbued with this effect. 

Also, the Sage gains proficiency in History, Insight, and 
Religion. If the Sage was already proficient in these skills, 
she gains double her proficiency bonus when using them. 

When the Sage takes the Help action to aid another 
creature's ability check, she can make a DC 15 History, 
Insight, or Religion check. On a success, that creature's check 
gains a bonus equal to your proficiency bonus, as you share 
pertinent advice and historical examples. To receive this 
bonus, the creature must be able to understand what you're 
saying. 

Additionally, the Sage has Advantage on Insight checks 
made to understand or recall information about a kingdom, 
city, town, village, tribe, or other type of community of 
intelligent creatures that can speak or understand at least 
one language. 


PATHFINDER 

Starting at 2nd level, you gain proficiency with the Survival 
skill, become particularly familiar with one type of natural 
environment, and are adept at traveling and surviving in such 
regions. Choose one type of favored terrain: arctic, coast, 
desert, forest, grassland, mountain, swamp, or the 
Underdark. You choose additional favored terrain types at 6th 
and 10th level. 

When you make an Intelligence or Wisdom check related 
to your favored terrain, your proficiency bonus is doubled if 
you are using a skill that you're proficient in. While traveling 
for an hour or more in your favored terrain, you gain the 
following benefits: 

-Difficult terrain doesn’t slow your group's travel. 

-Your group can’t become lost except by magical means. 

-Even when you are engaged in another activity while 
traveling (such as foraging, navigating, or tracking), you 
remain alert to danger. 

-You gain proficiency with the Climber's Kit 


-When you forage, you find twice as much food as you 
normally would. 
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ROAD HARDENED 
Starting at 6th level, you may cast the Alarm and Find the 
Path spells without expending a spell slot. 

Also, your hit point maximum increases by 12. Whenever 
you gain another level, your hit point maximum increases by 
an additional 2 hit points. 

Additionally, gain proficiency in one additional saving 
throw of your choice. 


WELL TRAVELLED 

Upon reachin 10th level, immediately gain proficiency in any 
combination of 3 skills or tools of your choice, as well as 3 
additional languages. 


DIPLOMAT 

Upon reaching 14th level, you gain proficiency with the 
Persuasion skill If you were already proficient in this skill, 
gain double your proficiency bonus when using it. 

If you spend 1 minute talking to someone who can 
understand what you say, you can make a Charisma 
(Persuasion) check contested by the creature's Wisdom 
(Insight) check. If you or your companions are fighting the 
creature, your check automatically fails. If your check 
succeeds, the target is charmed by you as long as it remains 
within 60 feet of you and for 1 minute thereafter. 


NATURAL LEADER 

Upon reaching 20th level, your way with others has become 
unparalleled. Your Charisma and Wisdom scores increase by 
2, and the maximum for those scores increase to 22. 

You can spend 10 minutes inspiring your companions, 
shoring up their resolve to fight. When you do so, choose up 
to six friendly creatures (which can include yourself) within 
30 feet of you who can see or hear you and who can 
understand you. Each creature can gain temporary hit points 
equal to your level + your Charisma modifier. A creature can’t 
gain temporary hit points from this feat again until it has 
finished a short or long rest. 


THE PRIEST 


CHANNEL DIVINITY 

Upon choosing this Divine Pusuit at 2nd level, you gain the 
ability to channel divine energy directly through your Divine 
Focus, using that energy to fuel magical effects. 

When you use your Channel Divinity, you choose which 
effect to create: Turn the Unholy, or Preserve Life. After using 
Channel Divinity, you must finish a short or Long Rest to use 
it again. Beginning at 6th level, you can use your Channel 
Divinity twice between rests, and beginning at 14th level, you 
can use it three times between rests. 

When a Saving throw is required, the DC equals your Sage 
spell save DC. 


CHANNEL DIVINITY - TURN THE UNHOLY 
As an action, you present your Divine Focus and speak a 
prayer censuring Fiends and the Undead. Each Fiend or 
Undead that can see or hear you within 30 feet of you must 
make a Wisdom saving throw. If the creature fails its saving 
throw, it is turned for 1 minute or until it takes any damage. 

A turned creature must spend its turns trying to move as 
far away from you as it can, and it can't willingly move to a 
space within 30 feet of you. It also can't take reactions. For its 
action, it can use only the Dash action or try to escape from 
an effect that prevents it from moving. If there's nowhere to 
move, the creature can use the Dodge action. 

When a Fiend or Undead of CR 1/2 or lower fails its saving 
throw against Your Turn the Unholy feature, the creature is 
instantly destroyed. 


CHANNEL DIVINITY - PRESERVE LIFE 


As an action, you present your Divine Focus and evoke 
Healing energy that can restore a number of hit points equal 
to six times your Sage level. 

Choose any creatures within 30 feet of you, and divide 
those hit points among them. This feature can restore a 
creature to no more than half of its hit point maximum. You 
can't use this feature on an Undead or a construct. 


EMPOWERED HEALER 

Beginning at 2nd level, whenever you use a spell of 1st level 
or higher to restore hit points to a creature, the creature 
regains additional hit points equal to 3 + the spell’s level. 

Beginning at 6th level, the Healing Spells you cast on 
others heal you as well. When you Cast a Spell of 1st level or 
higher that restores hit points to a creature other than you, 
you regain hit points equal to 2 + the spell’s level. Additionally, 
you are immune to disease and poison. 

Starting at 14th level, when you would normally roll one or 
more dice to restore hit points with a spell, you instead use 
the highest number possible for each die. For example, 
instead of restoring 2d6 hit points to a creature, you restore 
12. 


DIVINE CONDUIT 
Your Divine Focus has become attuned to Divine energy. 


DIVINE SENSE 


Beginning at 2nd level, the presence of strong evil registers 

on your senses like a noxious odor, and powerful good rings 
like heavenly music in your ears. As an action, you can open 
your awareness to detect such forces. 

Until the end of your next turn, you know the location of 
any celestial, fiend, or undead within 60 feet of you that is not 
behind total cover. You know the type (celestial, fiend, or 
undead) of any being whose presence you sense, but not its 
identity. Within the same radius, you also detect the presence 
of any place or object that has been consecrated or 
desecrated, as with the hallow spell. You can use this feature 
a number of times equal to 1 + your Charisma modifier. 
When you finish a long rest, you regain all expended uses. 


DIVINE INTERVENTION 


Beginning at 10th level, you can call upon Divine powers to 
intervene on your behalf when your need is great. 


Invoking this energy requires you to use your action. 
Describe the assistance you seek, and roll percentile dice. If 
you roll a number equal to or lower than your cleric level, 
divine powers intervene. The DM chooses the nature of the 
intervention; the effect of any Sage spell would be 
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appropriate. If the power intervenes, you can't use this 
feature again for 7 days. Otherwise, you can use it again after 
you finish a Long Rest. 

At 14th level, your call for intervention succeeds 
automatically, no roll required 


AT ONE WITH CREATION 

Beginning at 20th level, your attunment to the energy that 
flows through your Divine Focus has become so powerful 
that your body itself has become a conduit to the same divine 
energy that was at work when the universe was created. 

Once per day, by merely touching another creature, you 
cure any disease, poison, blindness, deafness, or paralyzation 
that the creature may be afflicted with. You also restore the 
target to its Hit Point maximum. 

Additionally, if your Hit Points should drop to O, a blinding 
light begins to emit from your body. Any creature within 60 
feet that can see you must make a (DC 15) Constitution 
saving throw or be blinded for 1 minute, and any Fiends or 
Undead within range are stricken as though affected by the 
Turn the Unholy effect. After the blinding flash subsides, the 
energy that flows through your Divine Focus rejuvinates your 
body, restoring Hit Points equal to one-half your Hit Point 
maximum. This effect cannot occur again until you have 
spent at least 30 consecutive days in rest, prayer, and 
meditation. 


SAGE SPELLS | 
CANTRIPS (0 LEVEL) 
Light 

Friends 

Guidance 

Mending 

Message 

Resistance 

Sacred Flame 

Spare the Dying 


Tst LEVEL 

Alarm 

Bless 

Charm Person 

Comprehend Languages 

Create or Destroy Water 

Cure Wounds 

Detect Evil and Good 

Detect Poison and Disease 

Detect Magic 

Expeditious Retreat 

Goodberry 

Guiding Bolt 

Healing Word 

Heroism 

Identify 

Protection from Evil and 
Good 

Purify Food and Drink 

Sanctuary 

Shield of Faith 

Searing Smite 

Sleep 


2ND LEVEL 
Aid 
Augury 


Blur 

Branding Smite 
Calm Emotions 
Continual Flame 
Darkvision 
Enhance Ability 
Find Traps 

Gentle Repose 
Lesser Restoration 
Levitate 
Moonbeam 

Prayer of Healing 
Protection from Poison 
See Invisibility 
Scorching Ray 
Warding Bond 
Zone of Truth 


3RD LEVEL 

Aura of Vitality 

Beacon of Hope 

Blink 

Counterspell 

Create Food and Water 
Crusader's Mantle 
Daylight 

Leomund's Tiny Hut 
Mass Healing Word 
Nondetectoin 
Protection from Energy 
Remove Curse 

Revivify 

Sending 

Speak with Dead 
Tongues 

Water Walk 


ATH LEVEL 
Aura of Life 


Aura of Purity 

Banishment 

Control Water 

Death Ward 

Dimension Door 

Fabricate 

Freedom of Movement 

Greater Invisibility 

Guardian of Faith 

Mordenkainen's Faithful 
Hound 


5TH LEVEL 
Banishing Smite 
Circle of Power 
Creation 

Dream 

Flamestrike 
Greater Restoration 
Hallow 

Legend Lore 

Mass Cure Wounds 
Passwall 
Reincarnate 
Seeming 
Teleportaton Circle 
Wall of Stone 


6TH LEVEL 

Arcane Gate 

Find the Path 
Forbiddance 

Globe of Invulnerability 
Guards and Wards 
Heal 

Heroe's Feast 
Programmed Illusion 
Wall of Thorns 

Wind Walk 


Word of Recall 


7TH LEVEL 
Conjure Celestial 
Divine Word 
Ethearealness 
Forcecage 
Mordenkainen's Magnificent 
Mansion 
Plane Shift 
Regenerate 
Ressurection 
Reverse Gravity 
Sequester 
Teleport 


8TH LEVEL 
Antipathy/Sympathy 
Clone 

Control Weather 
Demiplane 
Dominate Monster 
Feeblemind 
Glibness 

Holy Aura 

Mind Blank 

Power Word Stun 
Sunburst 
Telepathy 


OTH LEVEL 
Astral Projection 
Gate 
Imprisonment 
Mass Heal 

Power Word Heal 
True Ressurection 
Time Stop 

Wish 


